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Boot AFT according to the instructions on the Command Summary Card. 
Also study the Command Summary Card to learn how to use AFT's menus and 
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record and reputation he holds today. 

whether your planning to push your plane 
specs for your chosen plane carefully. 

Engine: 1 Hispano Suiza V-8 (235 

hp) 

Wing-span: 26 ft., 11 in. 

Length: 20 ft., 8 in. 

Maximum Weight: 1,808 lbs. 

Landing gear: fixed, conventional 

(tail skid) 

Service ceiling: 21,800 ft. 

Maximum speed: 138 mph 

Crew: 1 
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our plane past its limits as a test pilot, or 
its limits in formation flying, study the 
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Airplane specs 




When you are confident that you know how to control AFT, continue on to 

1 . If you haven't already done so, start AFT as described in the Command Summary 
Card. You'll see a the Main menu, listing the missions you can fly, with the 
Test Hight mission selected (in a different colour than the other missions), and 
the Intro Flight (Demo) option highlighted. 

2. Press Return to begin the introductory flight. 

The intro flight demonstrates a fast and furious aerobatic flight in the XPG- 
12 Samurai, one of AFT experimental test aircraft. As you descend below 1700 feet, 

go, the closer you get to the balls and the larger they look. You can use them to 

When the intro flight is over, several menu titles appear in a menu bar 
across the top of the screen. To take the flight again, choose Demo from the menu 
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Cessna 172 
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Skyhawk 


(160 hp) 








36 ft., 6 in. 
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47 ft., 10 in. 




m Weight: 33,200 lbs 


Landin 


gear: retractable tricycle 
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m speed: Mach 2.3 
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Length: 56 ft. 

Landing gear: retractable tricycle 




P-51 Mustang line Rolls Royce Merlin V-16 
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fighter in World War Wing-span: 37 ft., 6 in. 
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Naturally, the first task for any pilot, whether he's testing a rocket plane or 




learning to fly in a Cessna, is to fail i i ith the airplane and its 


systems & 
simulator 


controls and instruments. In addition to airplane control systems, there are also 




sections explain the instruments and controls you'll use in the AFT airplan 




controls that affect the AFT simulator environment. 




You can fly an airplane without referring to instruments, but using them 


CONTROL 


enables you to fly more precisely and to get maximum performance from your plane. 




The AFT instrument panel contains all the instruments you'll need for any of the 




flight missions. Figure 3 (below) shows a typical instrument panel and i 



speed of sound (1 Mach is 760 mph at sea level). 
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The AFT instrument 
display (HUD) 


s up to 2,000, 4,000, or 8,000 fpm depending on what plane you're 
flying. 

■ Brake monitor: registers On whde you are applying the brakes. 

■ Landing gear monitor: shows whether the gear is up or down. 

■ Power indicator: tells you how far you have advanced the throttle. It measures 

■ Control surfaces monitor: depicts the position of the ailerons, elevators, and 
rudder. Ailerons are one colour; elevators and rudder are another. If you're not 


There are keyboard shortcu between front, left, right, 
chase plane, tower, or satellite views. All the keyboard shortcuts are listed on the 

view, and then press the same key a second time to return to the front view. 

You can also magnify any view as if you were looking through a telescope. 
The Zoom menu offers nine magnification factors, from 1 to 256. AFT chooses the 
most appropriate magnification factor when you change views in the Eye menu, but 
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Appendix A— Flight 


Heads Up As explained earlier, you can monitor the airplane controls by watching the 

view (Figure 1). Choose HUD in the Option menu to make the heads-up display 
When the heads-up display is active, a small black box in the centre of the 

glareshield tracks rudder position. A horizontal black line moves up and down the 
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Flight recorder AFT has a b flight recorder. In Test Flight, tum on 
the recorder by selecting Flight Recorder from the Option menu. Leaving the Flight 

the Option menu Intro Flight, Formation Flying, 
or Flight Instruction.) 

lessons. AFT includes 23 prerecorded basic, advanced, and aerobatic lessons. You 

from the Basic, Adv, or Aerobat menus, then he same menu to 

;.'..■.:■■: "■ i. 
instruction" in Appendix A— Flight Instruction. If you want to record your own 

Option menu as described in "Menus" in the Reference chapter. 

The flight recorder also records and plays back the aerobatic routines you fly 
when Formation Hying. AFT comes with six prerecorded aerobatic routines, and you 
may add your own. See the "Formation Flying" chapter for instructions. 
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SIMULATOR 
CONTROLS 


airspace it flies through and the ground it flies over. The following sections explain 

Normally when you're flying you'll want to look straight ahead out the 
windshield, but at times you'll want to look left, right, back, through the belly, and 
through the roof. All these options are available in the Eye menu. You can also 
view your airplane from points outside the cockpit, including a chase plane, a 
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suppose you are flying 



i Three gates in a row, each backed by a large Wi 
i A street lined on either side by tall buildings 
i Six gates arranged in an S-shaped course 



shallow the bank. The shallowest bank occurs when you are flying directly upwind. 
As you circle the object on its upwind side, you gradually steepen the bank. 

Press P at any time to temporarily suspend flying. Press any key to resume. 
Activating the menu bar by pressing the Space-bar also suspends flying. Pressing 
Return to choose a menu item returns you to flying, as does the escape 
listed under "Keyboard Shortcuts" on the Command Summary Card. If you made no 
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CRUISE SPEED 
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NOTE: this message occu 
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STALL 1. Start at 3,000 feet. 

SPEED— CLEAN 2 - Increase airspeed to about 125% of take-o 

(GEAR & 3. Hold VSI at zero (it's hard). 

FLAPS UP) 4. Slowly (one notch every 15 seconds or si 



STALL SPEED 
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SUSTAINED 


2. Start at 3,000 feet with throttle 

3. At the aircraft's clean stall spee 

4. When airspeed has stabilized. 
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Follow the lead plane as best yo 


can. If you 


get too clos 




50% and apply back pressure on the eleva 










creasing power and applyin 








lose sight of the lead plane altogether, try 
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and right. Y 





REDOING A 
STUNT 


the stunt over. Simply choose Redo Stunt 
stunt after AFT displays the performance g 

You may skip any stunt in a r 

AFT starts the manoeuvre over with the fir 


from the Option me 
aph. 


STUNT 


s .f t you skip dte las 



ou probably ha 

vo. Of course you can perform all the aerobatics you like in Test Flight, but 
;, a routine once performed is lost forever. For this reason, AFT lets you pilot the 
plane in a manceuvre you invent. Your manoeuvres appear in the Manoeuvre 
j right along with the prerecorded routines. 

Before recording a formation flight manceuvre, practice it thoroughly 
-ehand. AFT does let you redo an individual stunt without re-recording the whole 

; in Test Right, rctur ;;iUon Flying, then fly 

To record your routine, choose Record Maneuv from the Option menu. AFT 






that already appears ii 



Oh. I've flown a lot of courses. Like 






altitude precisely in straight and level flight and in steep turns. You must accuratel; 
track course shapes from straight lines to spirals in order to pass through the gates ii 
the proper sequence. You must stay ahead of five other racers to win. Some course: 
have obstacles you fly around. Other courses have obstacles you fly through. On to] 

cing a try, choose Airplane Racing from the Main mem 









ct Race Course and j 



sted below. 
CLSDCRS— uses the General Dynamics F-18 Hornet 



SLALOM— uses the Avion Spad 
STRAIGHT— uses the North American P-51 
2MILEBOX— uses the Supermarine Spitfire 



• name from the Race Course menu. AFT lit 



du pass through a gate, A 



competitor whose perforn 



te Option menu. When 
u can review the manceu* 



, choose Redo Stunt from the Option 



m though. The supersonic 




The Basic menu lists the eight basic flight lessons you may take, plus the 
commands that let you Observe, or actually Fly the lesson. LEVEL teaches how 
to fly straight and level. CLIMB teaches how to fly a straight, steady climb. 
DESCENT teaches how to fly a straight, s 

moderate right turn (30° bank). TAKEOFF teaches how to take off. LANDING 





one you see upon Getting Started. Choosing an item on the Main menu gives you 






runway after making a successful landing approach. 
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Replays the introductory flight (Intro Flight from the Main menu). 




DEMO MENU 




The main AFT menu lists the five basic missions you can undertake. Intro 
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The Eye menu lets you switch between 10 different points of view (this 


EYE MENU 






Flight starts a hands-off introductory flight that demonstrates AFT's capabilities. 










Test Flight lets you fly any plane any place, including through obstacle courses. 


s 








Formation Flight leads you through aerobatic routines and charts and scores your 


It 




Chase Plane (following your own), Tower (above ground at the main airport). 




performance. Airplane Racing lets you race up to five other planes in one of 5 






Airport (ground level at the main airport), and Satellite (you see the terrain around 




races. Flight Instruction turns AFT into a flight instructor that gives basic, 






your plane from Earth orbit). 










The Location menu lets you instantly relocate your airplane to another part 




LOCATION 




The Adv menu lists the nine advanced flight lessons you can take, plus the 




MENU 


of the AFT world. The various locations include: 
















how to make the transition from straight i limb. CLMBLVL 






■ Lined Up on final approach to runway 36 at the main airport, 2 miles out at an 














LVL DSNT teaches how to m l straight and level flight to a 
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descent. DSNT LVL teaches how to make the transition from descending flight to 






■ 10,000 ft up, headed north, and 5 miles south of the main airport 




straight and level flight. STEEPLFT teaches how to execute a 60° banked mm to 


I 












your altitude unchanged 








■ E 40 mi puts your plane 40 miles east of your last position, headed north with 










your altitude unchanged 
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■ S 40 mi puts your plane 40 miles south of your last position, headed north with 






\ 




your altitude unchanged 




your own-good luck. 






■ W 40 mi puts your plane 40 miles west of your last position, headed north with 
your altitude unchanged 


AEROBAT 


turn. SPLITS teaches how to fly a Split S. CUBAN8 teaches how to fly 






■ Logo puts your plane 57 miles southeast of the main airport at 2000 feet, near a 
large sphere, cube, and tetrahedron (fly at a heading of 136° from the airport) 





approaching 6 closely spaced square pylons lined up on Hie diagonal (fly a heading 
of 209* from the main airport) 

(fly a heading of 224" from the main airport) 

■ S Course puts your plane 65 miles southwest of the main airport at 1300 feet, 
approaching a series of 6 gates laid out in an S shape (fly a heading of 218" from 

■ Square puts your plane 65 miles northwest of the main airport at 1300 feet, 
approaching 5 gates arranged in a square with one in the middle, like the 
configuration on a "five" playing card (fly a heading of 314" from the main 

■ Start Up puts your plane on approach to runway 36 at the main airport, 6 miles 
out at an altitude of 3000 feet. 

The Manoeuvre menu lists aerobatic manoeuvres in which you follow another 
airplane as it performs a series of aerobatic stunts. AFT graphs and scores your 
performance against the lead plane's at the conclusion of each stunt. The prerecorded 

on General Yeager's plane through a series of ard manoeuvres; 
Spad, where you fly a Spad and follow another through a series of aerobatic stunts. 

The Option menu lists miscellaneous features and commands pertinent to the 
mission you are flying. The menu itself is always available, but the items on it vary 
depending on what mission you're flying. All Option menu items are listed below in 
alphabetical order. 

red, or another non-white colour, in the Race Course menu). A new opponent is added 

Couples the rudder to the ailerons to automatically coordinate turns in flight, 
Httly coupled. The rudder is temporarily uncoupled for 

heads-up display lets you moniti coking at the 




instrument panel. A line on the right shows the power setting. A hollow black square 
in the centre of the view indicates the position of the ailerons. A line along the 
bottom of the glareshield (or the screen in views other than Front) indicates rudder 
position. 

Test Right and Airplane Racing. You must first select the Flight Recorder command 
before using Instant Replay in Test Flight 

lesson while in Test Flight. There you can choose an airplane and location from 
menus. When you have the plane se .bar, return to 

the Adv menu. The name can be no longer than eight characters. If you 

type a name that already appears in the Adv menu, AFT asks whether you want to 

■ . ■''■.' do; otherwise 

press Return and type a different name. Be prepared to start recording the lesson the 

Space-bar. 

see "Record advance" above.' 
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orientation sections that describe each type of airplane that AFT simulates. 
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wings, usually near the fuselage. Flaps can be lowered to 
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wings, you move the ailerons, located on the outboard trailing edges of the wings 


po!n,mg. as indicated by'the headtng indicator. 




(Figure 3). To begin a left turn, move the stick to the left. Bank right by moving the 


Lateral »xis:Jhe ax.s of the aircraft that extends from 










































extends through the fuselage front nose to tail. 
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The v.sual r t 1 ship between the glareshield 
airplane is at an angle to the artificial horizon. If you hold the pitch attitude constant 
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As you increase power, you see the glareshield move up closer to 








Increasing power to 75% should bring the airplane to a straight and level a 








Start the descent to straight and level lesson by choosing DSNT_L 
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